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Abstract 
The esports betting market remains predominantly unregulated, although regulated sites have 
begun offering options to wager on these types of events. Previously, esports has been considered a 
niche market sector with participants differing from traditional sports and race bettors. However, as 
esports increasingly becomes absorbed into mainstream markets, it is important to understand the 
comparative similarities and differences in characteristics and behaviours between esport and 
traditional sports bettors. In particular, with regulators increasingly attempting to reduce use of 
offshore gambling sites, it is important to determine the extent to which those who bet on esports 
are more likely to access and engage in unregulated sites and activities. This paper classified and 
compared the characteristics of 501 Australians reporting participation in both sports and esports 
(n=160), or only in sports (n=341) bets online in the past month.  Measures assessed use of online 
onshore and offshore sites, factors used to select gambling sites, and perceived 
advantages/disadvantages of using onshore compared to offshore sites. Findings suggested that the 
two groups were distinct in several ways; esports bettors were younger, more highly educated, had 
higher incomes and were represented by a greater proportion of females and individuals from Asian 
ethnic backgrounds. This group additionally reported starting gambling more recently and frequently 
overall, and expressed a preference to gamble on illegal offshore sites as opposed to domestically-
licensed sites. Sports bettors were more likely to select domestic sites seeking more reliable and safe 
experiences, in contrast to esports bettors, who were motivated by the gambling experience, 
regardless of where a site was regulated. Results suggested that sports bettors perceived greater 
disadvantages of using offshore sites, and that this acted to deter access. In contrast, esports bettors 
sought a specific experience and were willing to use offshore sites. It is concluded that domestic 
operators need to provide a competitive online gambling environment and meet customer demands 
if online gamblers are to be deterred from using offshore sites.  
Keywords: online gambling, esports, sports betting, offshore sites, motivations, regulation 
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Introduction 
Esports are rapidly increasing in prominence to rival some of the most popular sporting codes and 
events. Esports competitions, previously viewed by local spectators or streamed to niche audiences, 
have gained global and increasingly mainstream popularity. Esports enthusiasts and bettors have not 
historically been considered, and/or specifically catered to, by online wagering sites, and the extent 
to which esports bettors are similar to other types of wagering customers remains unknown. The 
lack of regulated online wagering sites has not impeded esports betting, with many unregulated 
offshore sites catering to these customers1. Despite the rapid growth of esports and related betting 
markets, research and regulation is lagging with minimal evidence-based data or guidelines 
available. This study investigated esports betting among a sample of frequent Australian online 
sports bettors with the aim of gaining an understanding of the similarities and differences between 
sports bettors and sports bettors also engaging in esports betting, respectively. 
Esports 
Esports are organised video/online game skill-based competitions in which players and teams 
compete in leagues and tournaments to win monetary prizes. Esports games typically feature 
fighting, first-person shooter, multiplayer and massively multiplayer online games that are played by 
a large number of players simultaneously. Professional esports players earn income playing esports, 
including through salary, sponsorship, and prize money. These are typically members of organised 
teams and tournaments are streamed live online and watched by spectators.  
The esports industry is growing rapidly with an estimated 213.8 million esports viewers in 20162 with 
a projected increase to 286 million by 20203. Around 36 million viewers watched the 2015 League of 
Legends final – more unique viewers than the 2016 NBA finals4. The esports economy is estimated to 
reach US$696 million in 2017, a 41% increase from 20165 inclusive of $63.7 million in merchandise 
and tickets, and $115.8 million in game publisher fees. Online connectivity has enabled players to 
engage in games together, watch others play games, and discuss performances. Reflecting the high 
involvement of this group of consumers, users of Twitch.tv, the largest social network for online 
gamers, streamed 292 billion minutes of video in 20166.  
Esports consumers have been posited as a potential untapped market, often not targeted by many 
mainstream gambling products and companies, despite indications that such consumers are 
passionate, loyal, and willing to spend money for enjoyment7. A U.S. survey found that esports 
                                                           
1 Chris Grove, “Esports & Gambling: Where’s the Action?” (Eilers & Krejcik Gaming, August 15, 2016). 
2 SuperData, “2016 Year in Review: Digital Games and Interactive Media” (SuperData, 2016), 
https://www.superdataresearch.com/market-data/market-brief-year-in-review/. 
3 Newzoo, “Esports Revenues Will Reach $696M in 2017 and $1.5Bn by 2020,” Newzoo, accessed April 23, 
2017, https://newzoo.com/insights/articles/esports-revenues-will-reach-696-million-in-2017/. 
4 Alex Walker, “More People Watched League Of Legends Than The NBA Finals,” June 21, 2016, 
https://www.kotaku.com.au/2016/06/more-people-watched-league-of-legends-than-the-nba-finals/. 
5 Newzoo, “Esports Revenues Will Reach $696M in 2017 and $1.5Bn by 2020.” 
6 Twitch.tv, “2016 Year in Review” (Twitch.tv, 2017). https://www.twitch.tv/year/2016/ 
7 PwC, “The Burgeoning Evolution of eSports” (PwC, 2016). 
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consumers were younger, more racially diverse, active online including social media, and owned 
more devices than non-esports consumers8. Another US study found that three-quarters of esports 
consumers are male, more likely to have a full-time job, and fall within high-income brackets than 
the general US population9. The majority of esports viewing is on computers, followed by gaming 
consoles, televisions, smartphones and tablets. Just over two-fifths of viewers also play esports once 
per month, indicating divergence in the market of players and spectators, a situation similar to 
professional sports spectators. On Twitch.tv, an estimated 70% of viewers are under the age of 35, 
including 14% under 20 years of age, demonstrating the high involvement of younger generations in 
esports10.  
Esports consumption has some similarities and differences with traditional sports viewership, 
although few studies have compared these activities. There appears to be some overlap in aspects of 
sports and esports consumption with the latter also engaging in televised sports viewing and 
Internet use related to sports11. However, they are less likely to engage in other forms of sports 
spectatorship. With respect to playing, esports gamers are motivated by competition; that is, 
demonstrating skill and ability to win12, while for viewing, men are motivated to watch esports for its 
competitive aspects, and women, for enjoyment and the social aspects of competitions13. Other 
motivations include tension release, social integration, and to experience positive emotions14. This 
study found that, watching esports for escape and diversion was the strongest predictor of overall 
involvement.  
Esports betting  
For the purposes of this paper, esports betting refers to betting with recognised currency (not 
including virtual goods) on the outcome of a professional esports competitive event, including 
through licensed and offshore gambling sites. This excludes fantasy esports (selecting individual 
esports professionals to make up a hypothetical team), peer-to-peer betting (betting directly with 
other users, including on a game the users are involved with), and skins gambling (betting with 
virtual items gained from online gaming including on esports and events not related to esports, such 
as jackpot draws, casino and dice games). Although these are relevant to the broader 
conceptualisation of esports betting, they are beyond the scope of the current study. Esports betting 
can be offered at land-based venues in some jurisdictions, although the majority of betting is done 
online. Esports betting is still a relatively small market, offered by relatively few licensed operators, 
                                                           
8 Ibid. 
9 Chris Grove, “A Casino’s Guide to Esports Opportunities” (Narus Advisors, 2016). 
10 “U.S. Twitch Streamers by Age and Gender 2015,” Statista, July 2015, 
https://www.statista.com/statistics/523396/twitch-streamers-share-usa-age-gender/. 
11 Donghun Lee and Linda J. Schoenstedt, “Comparison of eSports and Traditional Sports Consumption 
Motives,” The ICHPER-SD Journal of Research in Health, Physical Education, Recreation, Sport & Dance; Reston 
6, no. 2 (Fall 2011): 39–44. 
12 Ibid. 
13 PwC, “The Burgeoning Evolution of eSports.” 
14 Max Sjöblom and Juho Hamari, “Why Do People Watch Others Play Video Games? An Empirical Study on the 
Motivations of Twitch Users,” Computers in Human Behavior, November 2016, doi:10.1016/j.chb.2016.10.019. 
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but like the greater esports industry, is growing rapidly. Despite its rapid rise and the popularity of 
watching these events, the size of the licensed market of esports betting remains relatively small, 
with bets typically much lower compared to those placed on sports15.  
In 2016, 6.5 million customers wagered an estimated US$5.5 billion on esports 16. This is expected to 
increase to US$12.9 billion by 202017. However, the bulk of this market is based on gambling using 
virtual items (colloquially known as skins) on unregulated gambling sites, with the amount of money 
wagered on esports in 2016 in the vicinity of only US$649 million18. This indicates the tendency for 
esports bettors to engage with unlicensed and unregulated gambling operators. In the UK, an 
estimated 8.5% of adults reportedly have ever bet on esports, with 88% betting with money, 90% 
with virtual items, and 78% with both money and items19. One market report has estimated that the 
broader esports gambling market is larger than the esports economy itself20.  
Esports consumers appear to be different from other sports consumers and subsequently, esports 
bettors are likely to differ from existing sports and race bettors. This may make it difficult for 
traditional bookmakers to provide appealing products and services as esports bettors may value 
different features and services. However, regulated online sports and race wagering providers 
appear to be putting more effort into offering competitive esports wagering products, likely driven 
by consumer demand, increasing professionalism of esports, and better data. In 2015, esports was 
the popular offshore bookmaker (licensed in Curaçao) Pinnacle’s 7th biggest market in terms of 
volume, with major esport betting provider Unikrn, which is licensed in Australia and the U.K., 
experiencing a 500% increase in average bet sizes 21. One betting company, Betway, licensed in 
Malta and the U.K., is offering increasingly specialised esports bets, including first blood/kill, totals, 
correct scores, and handicap betting. Vitalbet, based in Costa Rica and licensed in Curaçao , is 
purported to offer up to 84 esports betting markets per event. The response to esports betting by 
major wagering sites is indicative of the projected popularity of this type of betting and projected 
revenue for this market22.  
Due to the large but difficult to track offshore market, the degree of gambling involvement of 
esports players and consumers is not well known. One report estimated that US esports fans are 
twice as likely to have gambled online as the average Internet user, and one-third of regular esports 
viewers bet in online casinos and other wagering events more than a few times a week23. In one 
small international survey, the most popular sites among esports bettors were traditional online 
                                                           
15 Grove, “Esports & Gambling: Where’s the Action?” 
 
17 Grove, “Esports & Gambling: Where’s the Action?” 
18 Ibid. 
19 Gambling Commission, “Virtual Currencies, eSports and Social Casino Gaming – Position Paper” (London: 
Gambling Commission, March 2017). 
20 Newzoo, “Esports Revenues Will Reach $696M in 2017 and $1.5Bn by 2020.” 
21 Emily Souza, “The eSports Industry to Date” (eSports Conference, San Francisco, 2015), 
https://newzoo.com/wp-content/uploads/2011/06/Newzoo-eSports-Conference-Slides-2015.pdf. 
22 Peter Amsel, “eSports Betting Options Growing Rapidly,” CalvinAyre.com, September 12, 2015, 
https://calvinayre.com/2015/09/12/business/vitalbet-launch-esports-live-betting/. 
23 Emily Souza, “The eSports Industry to Date.” 
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bookmakers or fantasy esports sites, with average bettors trying two different sites24. Another 
survey of US esports bettors suggests that sportsbook-style betting is the dominant mode of 
gambling, followed by casino-style games using virtual items25. A UK report estimated that 58% of 
esports bettors are men, although women are more likely to bet using virtual items than money26. 
Young adults aged 25-34 years were more likely to bet on esports, with 85% of esports bettors being 
under 45 years of age, confirming the attraction of this type of betting to a younger market27.  
Offshore online gambling sites 
One of the largest regulatory challenges associated with the rise of Internet gambling has been the 
offshore, illegal, or unregulated gambling market. One important regulatory considerations is the 
substantial unregulated esports betting market that involves betting virtual items (skins), although 
this is not the subject of this paper. For the purposes of this paper, offshore sites are defined as 
online gambling sites  that do not hold a license to offer online gambling products and services to 
local residents, although they are often regulated/licensed by a gambling licensing body. In 
comparison, onshore, or domestically-licensed sites, hold a license that allows them to legally 
operate in a jurisdiction and provide online gambling services to local consumers. In some 
jurisdictions, it is illegal for residents to gamble with offshore sites, although most legislation is 
focused on offshore site operators, that is, prohibiting the provision of online gambling services to 
local residents, generally with limited effectiveness.  
Addressing offshore gambling is extremely important, as these sites may pose considerable risks to 
consumers, as well as compromising revenue for licensed operators. For consumers, offshore sites 
may have few player protection measures, restrictions on underage youth, and few recourses to 
pursue28 if consumers have any concerns or complaints. For licensed operators, offshore gambling 
sites may create unfair competition as they have fewer restrictions, including the ability to offer 
products licensed operators are not permitted to provide, and offer more competitive odds, 
bonuses, and promotions, and have fewer costs related to taxes and licenses. For governments, the 
use of offshore gambling sites is problematic from a consumer protection perspective, as well as 
related to the lack of control and incoming revenue through taxation.  
Typically, consumers29 prefer domestically licensed sites when available. Gambling on offshore sites 
has been shown to be associated with greater gambling involvement and more gambling-related 
                                                           
24 Grove, Chis, “Casinos & Esports: Invstigating Industry Attitudes” (Narus Advisors, 2016). 
25 Chris Grove, “A Casino’s Guide to Esports Opportunities.” 
26 Gambling Commission, “Virtual Currencies, eSports and Social Casino Gaming – Position Paper.” 
27 It is important to also note that this survey did not include adolescents. 
28 Sally Gainsbury and Robert Wood, “Internet Gambling Policy in Critical Comparative Perspective: The 
Effectiveness of Existing Regulatory Frameworks,” International Gambling Studies 11, no. 3 (December 1, 
2011): 309–23, doi:10.1080/14459795.2011.619553. 
29 Jean-Michel Costes et al., “Gambling Patterns and Problems of Gamblers on Licensed and Unlicensed Sites in 
France,” Journal of Gambling Studies 32, no. 1 (March 2016): 79–91, doi:10.1007/s10899-015-9541-2; Sally 
Gainsbury et al., “A Digital Revolution: Comparison of Demographic Profiles, Attitudes and Gambling Behavior 
of Internet and Non-Internet Gamblers,” Computers in Human Behavior 28, no. 4 (July 2012): 1388–98, 
doi:10.1016/j.chb.2012.02.024. 
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problems30. This provides support for the urgency for regulators to take actions to reduce use of 
offshore gambling sites. Esports bettors may bet on events through legitimate betting sites, through 
offshore sites, or a combination of both. Although more wagering operators are starting to offer 
markets on esports, many are slow to do so or do not offer specialised betting markets. There are 
still some questions around the legitimacy of esports events and the potential for cheating and 
match fixing. This may contribute to many licensed sites accepting limited esports bets in terms of 
size and variety, prohibiting sizable wins by bettors willing to stake higher amounts. This may lead 
consumers to seek more sophisticated or specialised betting options elsewhere. Internet gamblers 
are motivated to select gambling sites based on the sites’ reputation, payout dates and security of 
monetary deposits and wins being paid out31. The legality of a site is relevant to only a small 
proportion of online bettors, and this factor was found to be more important to less involved online 
gamblers maintaining a single gambling account as opposed to more involved bettors who had 
multiple gambling accounts32. Factors that drive esports bettors in selecting online gambling sites 
have not previously been explored. 
The current study 
The current study aimed to describe the characteristics of Australian online esports gamblers as 
compared to those wagering on sports online. The objective was to further the understanding of the 
profile of esports bettors, their use of domestic as compared to offshore gambling sites, attitudes 
towards offshore gambling, and reasons for site selection. Given the lack of research in this area, no 
specific hypotheses are advanced. However, it was predicted that esports bettors would be younger 
than sports wagerers, and more likely to use offshore wagering sites.  
Methods 
Participants 
Australian adults who had gambled online in the past four weeks were recruited from an online 
panel maintained by a market research company. Inclusion criteria included age 18 years or older, 
active Internet users, and English comprehension. Potential respondents were sent an email 
providing a brief outline of the survey with directions to access the survey questionnaire. 
Participation was voluntary and respondents could withdraw at any time. Ethics approval for this 
research was received from the University of Sydney Human Research Ethics Committee. 
Our sample consisted of the 501 respondents to the online survey indicating they had placed a 
sports wager in the prior four weeks. This subsample was selected due to the low prevalence of 
                                                           
30 Costes et al., “Gambling Patterns and Problems of Gamblers on Licensed and Unlicensed Sites in France”; 
Sally Gainsbury et al., “Greater Involvement and Diversity of Internet Gambling as a Risk Factor for Problem 
Gambling,” The European Journal of Public Health 25, no. 4 (August 2015): 723–28, 
doi:10.1093/eurpub/ckv006. 
 
31 Gainsbury et al., “A Digital Revolution.” 
32 Gainsbury et al., “Greater Involvement and Diversity of Internet Gambling as a Risk Factor for Problem 
Gambling.” 
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respondents who had wagered only on esports (N = 4) vs. esports and other games (N = 171) among 
all survey respondents, compared to the esports bettors among the subsample of sports bettors (N = 
160). Of the sample, 160 (39.1%) reported placing esports and sports bets, and 341 (60.9%) placing 
only sports bets in the last four weeks. For ease of reporting, ‘esports’ refers to the sample reporting 
both esports and sports betting, and ‘sports’, to the sample engaged in sports betting only. 
However, it is important to be mindful that these labels do not preclude participation in other forms 
of gambling. 
Respondents were mostly male (67.8%), married (52.6%), and employed full-time (53.6%). 
Household income was fairly evenly spread across all income brackets. Age ranged from 18 to 83, 
with a significant difference in mean age for males (M = 45.5, SD = 14.8) and females (M = 38.1, SD = 
12.7), t(362.98) = 5.74, p < .001, d = 0.53.  
Measures 
Gambling behaviour. Fixed choice questions assessed online and offline gambling for real money by 
frequency (at least once per day, per week, in the last 4 weeks). Online gambling was assessed with 
questions asking about: devices used for online gambling; payment methods; age first gambled for 
money; year first gambled online. 
Offshore gambling. Respondents completed fixed-choice questions on sites used for active forms of 
gambling; reasons for site selection; awareness of country sites used are licensed in; advantages and 
disadvantages of using onshore and offshore sites.  
Demographics. Age, gender, education, work status, family household income, country of birth, 
language other than English, ethnic origin, relationship status, and children at home. 
Statistical analysis 
The data were entered and analysed using SPSS 24.0. Assumptions testing was conducted on all 
measured variables, including skewness and kurtosis, univariate outliers, and multivariate outliers 
(Mahalnobis distance). One multivariate outlier was found and removed from the database. Age first 
gambled was highly skewed and leptokurtic, which was corrected with a log transformation. Missing 
values (N = 5 for the esports betting variable) were excluded on a listwise basis. 
Chi-square tests and t-tests were used to investigate if group differences existed between esports 
and sports bettors for single-response demographic, gambling behaviour, and site selection 
variables. Following these comparisons, a logistic regression was conducted to determine which 
characteristics differentiate esports bettors from sports bettors.  
For comparison testing, an alpha of 0.05 was used and effect sizes are reported for all t-tests and 
chi-squares. For t-tests, Cohen’s d is reported (small effect = 0.2, medium effect = 0.5, and large 
effect = 0.8). For chi-square comparisons, the φ (phi) coefficient was used (small effect = |0.1|, 
medium effect = |0.3|, and large effect = |0.5|). Where measurement of certain variables is not 
conducive to certain analytical procedures (i.e., questions offered multiple response options and 
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thus percentage responses sum to more than 100%), these frequency percentages are provided 
without statistical comparisons. Following the omnibus tests, standardized residuals (±2) were 
examined to determine where cell differences lie. 
Results 
Demographics 
As shown in Table 1, a higher proportion of those who bet on esports was female (38.4%) compared 
to sports bettors (29.2%), χ2 (1, N = 495) = 4.188, p < 0.05, though with small effect size (φ = 0.09). 
There was also a significant age difference found between esports and sports bettors (χ2 (7, N = 495) 
= 47.32, p < 0.001, φ = 0.31), with the former statistically younger than the latter.  
Esports bettors were more likely to have completed higher education levels than sports bettors (χ2 
(5, N = 495) = 53.37, p < 0.001, φ = 0.33), and were less likely to have children (χ2 (1, N = 495) = 7.86, 
p < 0.05, φ = -0.11). In terms of employment status, a higher proportion of esports bettors were 
employed full-time , and lower proportion of esports bettors are retired or on sick or disability 
pension (χ2 (6, N = 495) = 33.79, p < 0.001, φ = 0.26). In terms of income, esports bettors were more 
likely to fall into a higher income bracket (χ2 (8, N = 495) = 15.86, p < 0.05, φ = 0.19). Esports bettors 
were more likely to speak a language other than English in the home (χ2 (1, N = 495) = 7.86, p = 
0.005, φ = -0.12), and were significantly more likely to come from an Asian background than sports 
bettors, who are more likely to have a European ethnic origin (χ2 (4, N = 495) = 36.87, p < 0.001, φ = 
0.27). 
Table 1 – Demographic profiles, N = 495 respondents. 
 Esports Bettors (N = 159) (%) Sports bettors (N = 336) (%) 
Gender   
Male 61.6 70.8 
Female 38.4 29.2 
p < 0.05 (χ2=4.188, df = 1)   
Age bracket   
18-19 2.5 1.2 
20-29 27.7 13.1 
30-39 34.0 22.3 
40-49 22.0 24.1 
50-59 10.7 17.9 
60-69 3.1 14.3 
70-79 0.0 6.3 
80 or older 0.0 0.9 
p < 0.001 (χ2=47.32, df = 7)   
Education   
Year 10 or less 1.9 11.6 
Year 12 or equivalent 17.0 22.9 
Trade/technical 
certificate/diploma 
15.7 31.5 
University or college 
degree 
42.8 26.5 
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Post graduate qualification 22.6 7.4 
p < 0.001 (χ2=53.37, df = 5)   
Employment Status   
Work full time 65.4 48.6 
Work part time or casual 20.8 17.3 
Unemployed 3.8 3.6 
Full-time student 5.7 5.2 
Full-time house duties 3.1 6.4 
Retired 1.3 14.6 
Sick or disability pension 0.0 4.3 
p < 0.001 (χ2=33.79, df = 6)   
Family Household Annual 
Income 
  
Less than $25,000  8.1 4.9 
$25,000-$49,999 12.8 24.8 
$50,000-$74,999 16.1 18.2 
$75,000-$99,999 20.1 18.9 
$100,000-$124,999 17.4 13.0 
$125,000-$149,999 12.1 10.7 
$150,000-$174,999 6.7 2.3 
$175,000-$199,999 3.4 3.3 
$200,000 or more 3.4 3.9 
p < 0.05 (χ2=15.86, df = 8)   
Country of Birth   
Australia 83.0 82.7 
Not Australia 17.0 17.3 
p > 0.05   
Language Other than English   
Yes 17.6 8.9 
No 82.4 91.1 
p = 0.005 (χ2=7.86, df = 1)   
Ethnic Origin   
European 56.0 79.2 
Asian 31.4 10.4 
Middle Eastern 3.1 1.8 
Indigenous Australian 2.5 2.4 
Other 6.9 6.3 
p < 0.001 (χ2=36.87, df = 4)   
Relationship Status   
Not in a romantic 
relationship 
25.8 26.8 
Casually dating 7.5 4.2 
Exclusively dating 8.2 6.0 
Engaged 2.5 1.5 
Living together 10.1 5.7 
Married or defacto 45.9 56.0 
p > 0.05   
Children at Home   
Yes 50.9 60.7 
No 49.1 39.3 
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p < 0.05 (χ2=5.98, df = 1)   
 
Gambling Involvement 
As can be seen in Table 2, esports bettors were more likely to gamble at least once per day, while 
sports bettors were more likely to gamble at least once per week or month (χ2 (2, N = 495) = 34.68, p 
< 0.001, φ = 0.27). Respondents were fairly evenly split in the use of laptop computers, mobile 
devices, and tablets to access gambling, though more sports bettors indicated use of a desktop 
computer. Esports bettors, meanwhile, indicated use of wearable devices and videogame platforms 
for gambling, while no sports bettors endorsed those options. With regard to payment method, 
more esports bettors used credit card, PayPal, and other online payment methods, while a slightly 
higher proportion of sports bettors used direct bank transfer for deposit and withdrawals. 
While Table 1 shows the age of esports bettors to skew younger than sports bettors, results (see 
Table 2) also show that a higher proportion of sports bettors first gambled at 19 years of age or 
younger, while esports bettors had a higher proportion of respondents first gambling in the 20-29 
age bracket (χ2 (5, N = 495) = 24.56, p < 0.001, φ = 0.22). Although there was a higher proportion of 
sports bettors that gambled before they were of legal age to do so, with regard to the year first 
gambled, however, there was no significant difference between esports and sports bettors (p > 
0.05). 
Table 2 – Gambling behaviours and history, N = 495 respondents 
 Esports bettors (N = 159) (%) Sports bettors (N = 336) (%) 
Highest gambling frequency*   
At least once per day 35.8 14.3 
At least once per week 56.6 66.7 
At least once in the last 4 
weeks 7.5 19.0 
p < 0.001 (χ2=34.68, df = 2)   
Age first gambled   
17 and under 5.7 14.5 
18-19 32.7 41.0 
20-29 47.8 28.3 
30-39 11.3 9.9 
40-49 1.9 3.3 
50-59 0.6 3.0 
p < 0.001 (χ2=24.56, df = 5)   
Devices used   
Desktop computer 36.5 35.9 
Laptop computer 58.5 44.6 
Mobile/smart phone 56.6 49.1 
Wearable device 6.3 0.0 
Tablet 22.6 20.7 
Video game platform 3.1 0.0 
Payment methods for 
gambling   
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Credit card 65.4 50.6 
PayPal 45.3 39.7 
Direct bank transfer 19.5 21.5 
Other online payment 
service 32.7 6.0 
Have not made deposit or 
withdrawal in the past four 
weeks 0.0 9.7 
Note. Where Chi-square values are not displayed, question was offered as multiple response. 
*Highest gambling frequency taken as highest response to any form of gambling 
 
Use of offshore and domestic Internet gambling sites 
Table 3 displays the results of comparisons between esports and sports bettors with regard to their 
assessment of the legal status of online gambling sites. While both esports and sports bettors 
overwhelmingly indicated they use licensed online gambling sites, there was still a significant 
difference between the two groups (χ2 (2, N = 495) = 49.74, p < 0.001, φ = 0.32), with more sports 
bettors indicating they used only licensed sites and esports bettors indicating they used both 
licensed and offshore sites. When asked if – assuming all gambling products were available – they 
preferred a site licensed in Australia vs. overseas, esports bettors were significantly more likely to 
prefer an overseas site (χ2 (2, N = 495) = 41.34, p < 0.001, φ = 0.29). 
Table 3 – Gambling site usage and preferences, N = 495 respondents. 
 Esports bettors (N = 159) (%) Sports bettors (N = 336) (%) 
Legality of used sites   
Licensed 75.2 96.3 
Offshore 3.8 0.9 
Both Licensed and 
Offshore 21.0 2.8 
p < 0.001 (χ2=49.74, df = 2)   
If all types of gambling were 
available, preference to 
gamble on:   
Sites licensed in Australia 60.4 77.7 
Sites licensed overseas 21.4 3.6 
No preference either way 18.2 18.8 
p < 0.001 (χ2=41.34, df = 2)   
Note. Where Chi-square values are not displayed, question was offered as multiple response. 
Perceived advantages of offshore and domestic Internet gambling sites 
The majority of sports bettors (51.5%) indicated they saw no advantages of using an online gambling 
site not licensed in Australia, with just over one quarter of esports bettors (27.0%) indicating the 
same (Table 4). While there was a difference between esports (11.3%) and sports bettors (2.7%) in 
identifying license in Australia as an advantage, the groups were more similar in rates of indicating 
the more generically described “site is licensed by a respected authority” as an advantage. 
Differences between the esports and sports bettors were also present in identifying good consumer 
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protection, ease of account creation, no betting limits, and ability to bet with credit as advantages of 
licensed sites. 
Approximately one fifth of both esports and sports bettors indicated they saw no disadvantages to 
unlicensed sites. Sports bettors indicated lack of license from a respected authority, lack of 
Australian license, poor consumer protection, terms and conditions not clearly explained, delayed 
withdrawals, and lack of a complaint/dispute process as disadvantages of unlicensed sites at rates 
higher than esports bettors. Esports bettors identified disadvantages in poor site design features, 
such as software used or lack of mobile app, at higher rates than sports bettors. 
Only 15.7% of esports bettors indicated they saw no advantages to a licensed site, while nearly one 
third (32.1%) saw no disadvantages. Among sports bettors, only 8.9% responded that they saw no 
advantages to gambling with a licensed site, with nearly two thirds (62.2%) indicating there was no 
disadvantage. 
Paralleling their indication of disadvantages of unlicensed sites, sports bettors indicated Australian 
license, good consumer protection, and complaint/dispute process as advantages of a licensed site 
at higher rates than sports bettors, though esports bettors also identified these as advantages at 
rates of 15% or higher. Approximately one fifth of both esports (19.5%) and sports bettors (19.3%) 
noted that good responsible gambling tools and resources were an advantage of a licensed online 
gambling site.  
Table 4 – Reported advantages and disadvantages of using a licensed vs. offshore online gambling 
site, N = 495 respondents. 
 Esports bettors (N = 159) (%) Sports bettors (N = 336) (%) 
Advantages of using a site not 
licensed in Australia   
None 27.0 51.5 
More products/games 
available 13.8 11.9 
Site is licensed by a 
respected authority 10.1 8.3 
Site is not licensed in 
Australia 11.3 2.7 
No betting limits/account 
restrictions 11.9 5.7 
Good consumer protection 
(e.g., verification that 
games are fair, security of 
deposits and account 
information) 11.9 6.8 
Ease of account creation 11.9 5.4 
No requirement to prove 
identity 10.7 6.3 
Ability to bet with credit 11.3 6.0 
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Disadvantages of gambling 
using a site not licensed in 
Australia   
None 22.6 20.8 
Site is not licensed by a 
respected licensing 
authority 11.9 22.9 
Site is not licensed in 
Australia 20.1 33.0 
Poor consumer protection 
(e.g., verification that 
games are fair, security of 
deposits and account 
information) 8.8 30.7 
Poor responsible gambling 
tools and resources (e.g., 
ability to set limits, self-
exclude) 10.7 7.7 
No requirement to prove 
identity 12.6 8.6 
Terms and conditions not 
clearly explained 8.8 15.2 
Software used 13.8 3.9 
Delayed withdrawals 13.2 21.7 
Lack of mobile app 10.1 2.7 
Lack of a 
complaint/dispute process 12.6 25.0 
Advantages of gambling using 
a site licensed in Australia   
None 15.7 8.9 
Site is licensed in Australia 23.9 47.9 
Payment methods 
available (deposit and 
withdrawals) 22.6 28.9 
Ability to bet in AUD$ 30.8 49.7 
Good consumer protection 
(e.g., verification that 
games are fair, security of 
deposits and account 
information) 21.4 42.0 
Good responsible gambling 
tools and resources (e.g., 
ability to set limits, self-
exclude) 19.5 19.3 
Ease of account creation 23.3 17.6 
Complaint/dispute process 15.7 27.1 
Disadvantages of gambling 
using a site licensed in 
Australia   
None 32.1 62.2 
Poor payout rates 10.7 5.7 
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Fewer products/games 
available 11.3 8.9 
Too much marketing 12.6 7.1 
Too many inducements to 
gamble 11.3 3.9 
Poor responsible gambling 
tools and resources (e.g., 
ability to set limits, self-
exclude) 5.7 2.1 
Requirement to prove 
identity 11.3 6.3 
Software used 8.2 1.2 
Total valid responses 159 336 
Factors influencing site selection decision 
The most popular site characteristics used when selecting where to gamble (Table 5) that esports 
and sports bettors had in common were Australian license, ability to bet in Australian dollars, ease of 
placing bets, and site ease of use. Sports bettors also indicated promotional offers and bonuses and 
payment methods available at higher rates than esports bettors. Esports bettors, meanwhile, 
identified the characteristics of the game experience and lack of betting limits at higher rates than 
sports bettors.  
Notably, consumer protection standards and the complaint/dispute process, both indicated as an 
advantage of licensed sites, were not popular characteristics for site selection for either group. 
Responsible gambling tools and resources, one of the most common topics debated in gambling 
regulation and a named advantage of licensed sites, was indicated by only 3.1% of esports bettors 
and 1.5% of sports bettors. 
Table 5 – Online site characteristics that influenced the decision to gamble at a given online site, N = 
495 respondents. 
 Esports bettors (N = 159) (%) Sports bettors (N = 336) (%) 
Site Characteristic   
Site is easy to use 23.9 50.0 
Ability to bet in AUD$ 20.8 18.8 
Game experience 18.2 7.7 
No betting limits 17.0 4.2 
Site is licensed in Australia 16.4 17.3 
Payout rates 12.6 10.1 
Reputation of operator 12.6 15.8 
Loyalty program 11.9 10.1 
Promotional offers and 
bonuses 10.7 20.2 
Products available 10.1 9.5 
Bets are easy to place 9.4 19.0 
Payment methods 
available 7.5 14.3 
No requirement to prove 
identity 6.3 2.4 
Gainsbury - Gambling behaviours and preferences of online esports and sports bettors 
 
Complaint/dispute process 3.8 0.6 
Consumer protection 
standards 3.1 3.3 
Responsible gambling tools 
and resources 3.1 1.5 
Total valid responses 159 336 
 
Characteristics statistically differentiating esports from sports bettors 
A logistic regression was applied to determine which characteristics differentiated esports from 
sports bettors in the selected pool of online sports bettors. A total of 12 predictor variables were 
used: gender, age, education level, employment status, income, ethnic background, children at 
home, number of gambling behaviours, age first gambled, legal status of sites used to gamble, and 
license status preference.  
All categorical variables were dummy coded using the following reference groups: gender (male), 
education level (post graduate qualification), employment status (work full time), ethnic background 
(European), children at home (yes), legal status of sites used to gamble (used offshore only), and 
license status preference (licensed in Australia). 
The test of the overall model with 12 predictors was significant, χ2 (25, N = 431) = 289.89, p < 0.001, 
indicating that, all together, these predictors reliably distinguish between esports and sports bettors 
in the sample. The Hosmer and Lemeshow Test was not significant (p > 0.05), indicating a good 
model fit. Overall observed versus predicted classification success was 87.2%, with 83.0% success for 
esports bettors and 89.4% for sports bettors. The regression variables were assessed for 
multicollinearity using Variance Inflation Factor (VIF) diagnostics; VIF for all variables was under 1.5, 
well under the threshold of an indication of multicollinearity issues33.  
Table 6 outlines regression coefficients, Wald statistics, significance level, and odds ratio for each of 
the predictor variables, including subcategories for categorical variables. Controlling for all other 
variables in the model, the significant predictors that differentiate esports and sports bettors (using 
α = 0.05) were: age, ethnic background (particularly Asian background, compared to European 
background), number of gambling behaviours, and preference for licensing authority (particularly 
preference for sites licensed overseas, compared to sites licensed in Australia). The children at home 
variable was close to significance levels, and should be considered within the scope of other 
variables and be considered for inclusion in future analysis.  
 
 
 
                                                           
33 P.D. Allison. Logistic Regression Using the SAS System: Theory and Applications. (2001). 
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Table 6 – Logistic regression of characteristics differentiating esports bettors from sports bettors,  N 
= 431. 
Predictor Variable Β Wald Significance 
Level 
Odds Ratio 
Gender .088 .057 .812 1.092 
Age -.046 7.707 .006 .955 
Education Level  3.735 .588  
University or college degree -.430 .646 .421 .650 
Trade/technical diploma -.968 2.543 .111 .380 
Year 12 or Equivalent -.868 1.956 .162 .420 
Year 10 or equivalent -1.182 1.763 .184 .307 
Less than Year 10 -15.724 .000 1.000 .000 
Employment Status  4.595 .597  
Work part-time or casual .473 1.062 .303 1.605 
Unemployed -1.254 1.742 .187 .285 
Full-time student -.622 .703 .402 .537 
Full-time duties -.406 .290 .590 .667 
Retired .118 .013 .909 1.125 
Sick or disability -17.507 .000 .999 .000 
Income -.128 1.720 .190 .880 
Ethnic Background  9.382 .052  
Asian (including East, Southeast, 
and South Asian) 1.126 6.914 .009 3.084 
Middle Eastern 1.471 1.698 .192 4.354 
Indigenous Australian .912 .357 .550 2.488 
Other 1.049 2.591 .107 2.854 
Children at Home -.706 3.782 .052 .493 
Number of Gambling Behaviours 1.156 74.709 .000 3.178 
Age First Gambled 1.151 2.782 .095 3.161 
Legal Status of Sites used to Gamble  2.035 .362  
Used Licensed Only .176 .038 .845 1.193 
Used both Offshore and Licensed 1.056 .974 .324 2.874 
Assuming all types of products are 
available, preference for licensing 
authority  5.194 .074  
Sites Licensed Overseas 1.074 4.239 .040 2.926 
No Preference Either Way .622 2.007 .157 1.862 
Note. Significant predictors are identified in bold. 
Discussion 
Consistent with suggestions that esports bettors represent a potentially new market of bettors, 
those who bet on these events differed from sports bettors. Esports bettors have a higher 
proportion of females, and individuals with Asian ethnic backgrounds, which is quite different from 
the white males that are typically featured in betting advertisements and appear to be the target 
audience of licensed operators. Esports bettors are also notably younger than sports bettors, and 
combined with their higher household income and earning potential (related to education and full-
time employment), this makes them potentially valuable customers for wagering operators. This 
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profile is also similar to early adopters of Internet gambling34 suggesting that mainstream 
acceptance of esports betting may similarly follow. 
Esports bettors were also more frequent gamblers, gambling daily to a greater extent than sports 
bettors, and as shown in the logistic regression, gamble on a greater number of gambling activities. 
A greater proportion of esports bettors first gambled in their twenties, suggesting that for many, 
they have only recently begun gambling. This lends some support to the suggestion that esports 
betting may be producing a new cohort of gamblers. Esports bettors also use a greater variety of 
devices, including wearable and gaming platforms – further suggesting that they are early 
technology adopters.   
Although both groups preferred domestically-licensed sites, consistent with previous research35, 
esports bettors tended to use offshore sites to a greater extent and were more likely to prefer 
offshore sites than sports bettors, as we hypothesised. This was a defining characteristic of esports 
bettors as compared to sports bettors. Esports bettors were more likely to perceive advantages of 
offshore sites. Preference for loyalty programs indicated a desire to be rewarded by the site, though 
they were also motivated by factors that made gambling easier to access and provided a specific 
experience. This suggests that esports bettors perceive offshore sites to offer a more suitable overall 
experience of betting. In contrast, sports bettors perceived offshore sites to be more dubious with 
specific consumer risks. These perceived disadvantages may explain the reluctance of sports bettors 
to avoid using offshore sites. As esports bettors had more experience with offshore sites this may 
indicate that inexperienced users exaggerate the disadvantages of these sites.   
The perception of being ‘Australian’ was advantageous, particularly for the sports bettors. This 
included factors such as having a domestic license, as well as the ability to bet in the local currency.  
Both groups perceived consumer protection measures as an advantage of domestic sites, although 
esports bettors also viewed these to be offered by offshore sites. This may again reflect the lack of 
accuracy of inexperienced offshore bettors. Sports bettors also saw the domestic complaint 
resolution process as important, compared to esports bettors. This suggests that sports bettors are 
seeking a more legitimate wagering site that offers various types of player protections. In contrast, 
esports bettors perceived Australian sites to offer less competitive options, in terms of price and 
game experience, which was more important to this group of highly involved bettors.  
Limitations 
The current study is one of the first examinations of esports betting amongst a sample of regular 
Internet gamblers. However, the conclusions that can be drawn are limited due to methodological 
constraints. The sample was self-selected from a pool of participants who had previously agreed to 
                                                           
34 R. T. Wood and R. J. Williams, “A Comparative Profile of the Internet Gambler: Demographic Characteristics, 
Game-Play Patterns, and Problem Gambling Status,” New Media & Society 13, no. 7 (November 1, 2011): 
1123–41, doi:10.1177/1461444810397650. 
35 Costes et al., “Gambling Patterns and Problems of Gamblers on Licensed and Unlicensed Sites in France”; 
Gainsbury et al., “Greater Involvement and Diversity of Internet Gambling as a Risk Factor for Problem 
Gambling.” 
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complete online surveys. As such, it is not representative of the broader population of online 
wagerers and should not be considered as indicative of the prevalence of esports betting. In 
particular, the survey was described as gambling research and respondents were required to have 
gambled in the past month. This is likely to have recruited a sample of highly involved gamblers 
interested in this topic. Esports-only bettors may not consider themselves gamblers so may have 
been less likely to respond to the survey. The sample did not include youth under the age of 18, this 
is an important population to specifically consider given the young age of esports consumers and the 
ability for this population to engage in gambling on offshore sites. It is recommended that research 
investigate the extent to which adolescents and young adults are engaging in esports betting, 
including with virtual items.  
Implications 
Notably for regulators, both groups saw consumer protection and responsible gambling tools as 
advantages, but few actually selected sites based on these parameters. Existing consumer protection 
standards and responsible gambling tools are a solid foundation for managing the risks related to 
esports betting. The core mechanisms of betting on esports do not currently greatly differ from 
existing wagering options. Consequently, there have not yet been specific regulations imposed on 
esports betting in Australia.  
The sports bettors perceived offshore sites to have greater disadvantages than esports bettors, who 
were more likely to have experience with these sites. This suggests that enhancing perceived 
disadvantages compared to advantages of domestic sites is a useful way to reduce demand for 
these; however, this is only to the extent that domestic sites can offer comparably competitive 
products. As esports bettors are younger and use newer technology, it may suggest that the next 
generation of gamblers are more willing to engage in offshore sites if these meet their needs. Efforts 
may be needed to enhance the relevance and competitive offerings of domestic sites and increase 
the disadvantages of offshore sites to counter current attitudes of esports bettors.  
Esports bettors are younger, and also began gambling at a younger age, but were more likely to 
gamble frequently and on a greater variety of activities. This demonstrates the importance of strong 
age verification standards, which need to be completed easily to avoid account creation being 
perceived as difficult. It is also important to be mindful of the potential for esports bettors to 
migrate to other forms of gambling, whether this be on domestic or offshore sites which offer a 
greater variety of betting options. It is also possible that this cohort are more involved in gambling 
overall, and participating in esports as a result of this, rather than an initial preference for esports. 
Further research is needed to investigate the migration of esports bettors to other gambling 
activities.  
Conclusions 
Regularly involved esports bettors represent a distinct cohort of bettors who are gambling online in 
different ways to sports-only wagerers. These results indicate that participation in gambling is 
changing in response to international trends and an increasingly global marketplace that is impacting 
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local jurisdictions. It also suggests that the next generation of gamblers has different characteristics 
and engages in gambling in different ways, which has important implications for operators and 
regulators. Esports bettors are more likely to use offshore sites due to the preference for the 
gambling experience and lack of betting limits, while sports bettors were seeking more regulated 
and domestic options. This indicates differences in preferences for online gambling sites between 
these groups of consumers. However, it is important to note that esports bettors were also highly 
involved in several forms of gambling, suggesting that their preferences are not driven solely by their 
esports gambling participation. Understanding the motivations for online gambling among different 
cohorts is essential to guide online gambling regulations, and future research should engage this 
inquiry. Ongoing research and monitoring is also important to enable changes in gamblers’ attitudes 
and behaviours to be detected to guide relevant policy updates. Esports betting is a relatively new 
area of gambling, occurring alongside other rapidly developing market changes such as virtual reality 
gambling and skilled gambling. As these changes occur, it is essential that research is conducted and 
new legislation and regulation is dynamic in the face of the constantly changing face of gambling. 
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